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^nstttfftttion ^Instructions 


Running (he ^nstattation gVogram tg^GliS mo Jet ; 

1) 'Insert the OD m^° drive, and s%vitch to the Cg)'^I?2m 

drive. 

2) cFffc; INSTALL. 

gnhc installation once complete will lake ^ou directf*^ to the 'Witcfiavcn 2 setup 
program. Jflte setup program allows “you to select the Jbllowing; g)igitol Sound, 
g)ivice Control, Game Controls and g)ideo g^ispla*^ J^de. ^ *^ou need to 
change an*^ one oj the above ajier c\Vitchavcn2 has been installed, type in: SETUP at 
the CAPSTONE\WHAVEN 2 directory (or wherever you installed the game). 

.Starting ^Vitchaven 2 fin g^rVS model : 

1) insert the C^) m*o your C® '^Rom g)rive. 

2) 5 J^e: CD\CAPSTONE\WHAVEN 2 S . 

3 ) g 5 ^C;WH 2 ^[. 

installing ^Vltchaven 2 in tWTC]y 95 : 

1) insert C®'^I^om into the appropriate driw. 

2) Start ^Window’s fExplorer. 

3) g)oubte Cf>ck on your C®"^^om drive button. 

4 ) g)ouble Click on the SETUP.EXE Jlte, 

5) ^'odow the step-by-step installation procedure. 

l») eJo Stu»^* iu ‘Windows (Explorer change to the directory in which 

Witchaven 2 w’as installed (c:\capst0nc\whavcn2). 

7 ) ®oublc Click on ‘WH2 application icon to start. 

^ you encounter problems installing or running the setup program, you must 
install ‘Witchaven2 in [MS’"®®® mode. S^ut down your computer using the restart 
in CH.S"®°® mode option. oJTien rejer to the ®os installation instructions above to 
Jlnish the install. 

‘Network (Xmodem T^lay : 

‘Witchaven 2 supports one active, 2-16 player game on a requiring an ‘T^PQC 

or compatible network driver. Witchaven 2 afeo supports a head-to-head modem 
game at 9600 baud or better, ^or instructions on setting up the modem or network 
games please read the README.TXT file by typing in README from the root 
directory on the CD-ROM. 
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0amc 


cJTie JofCowing section is a quick start Jor those eager to enter 
<Witchaven 2. commands antf on-screen efements are expfaineef. 
Qtice the introduction has finished, you should see the {^in £Hfnu« 





'S \ y' ! 

New Gillie' < 


Loid/Sivc ^ ■ 


Oplioos * 1 

■» 

Hdp 


^ Quit 

; ■ ■■© 



^ew Grame 

cJTiis option starts a new game at the entrance oj the 
fahyrinth with 1 00 health and some of the weapons, in Battle 
worn condition, '^u will also receive a Jew health potions as 
wed as a resist Jire potion. 

Qoad/tSave 

oJTiis option adows you to either load or save a game. 

Options 

Optio^^s allows you to a^ust the gound, 

Controls Jor <Witchaven, 

gound ^e 0 and 0 to move and press [fi^ to 
select. 

Qi^sic Q^olume ^^ve the slider to the right to raise 
the music volume, 

4 
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^^olume CHpve the slider to the right to raise the 
volume on the various background noises, 
bracks 1-15 ^J you prejer one music score over 
another, select it here Jor continuous play. 


yiay epress this button to play the selected track. 

gtop ^ress this button to stop the music Jrom playing. 

ghujj te oppress this button and a random track wid be 
selected when one Jinishes. 


Game <y ia y 

oPiis option adows you to change the ^ood £j,Gore along with 
the 9^^els oJ <J)iJ[iculty. 


^ood and Gore 

cJTiere are two settings Jor the graphical depiction oJ 
blood splattered when hitting the enemy: 


<^ood and Gore oJJ 



<]Jlood and Gore on (dejault). 


<X>i JJiculty 

cJRere are Jour difficulty levels to choose Jrom, cfhc 
dijjficulty levels and their ejjects are: 



9^^el 1; monsters have reduced health, 

9^^el 2: monsters have average health (dejault). 
^teyel 3: monsters have increased health. 

4: monsters have increased health, and 
are resurrected. 


Hr 5 r>h 
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ControCs ma^ adjust mouse, gpacebaff ^cn0cr, or 
gogitecfi Wiiigman here. 0»ice the game starts you \viff be 

prompteef to cafibrate ^our jo'^’stick. 


liefp 

cJTiis option brings up the Witcbaven2 on -fine fiefp. ^t is a 
cjuick-rejerence Jor weapons, speffs, potions, antf gamepfa*^ 
ifejauft commantfs. 


Quit 

ofhis option affows you to exit to ^OS* 
prompteef with e ■^ou sure y/ n^ ” 


gcrecn ®ements 



fExpcricncc 

Qhararader 


potions 


‘lieaftft y\rmor 


[Map 

cpressing tfie g] (tab key) brings up the overheatf map. Q^he 
map (fispfays the fevef you arc on. ^u are represented by the 
arrow, and the map rotates as you do, so that the direction in 
Jront oj you is afways the top oj the screen. ^When active, the 
overhead maps sise can be changed using the Q and 0 keys. 


^Experience joints and Character ^eyefs 
cThis area indicates the experience points and experience 
fevef your character attained, gain experience points by 
kiffing monsters and Jinding certain items. ^ sujjicient 

(<b •> 4> 
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number oj" points have been reached, you rise in experience 
fevefs, thereby acquiring damage bonuses, and more heafth. 
(Qee Experience in the Q^^erence section Jor more detaifs.) 


^Heafth 

oJ'his number represents the amount oJ damage you can 
sustain. ^When monsters or traps strike you, you fose heafth 
points, your heafth reaches zero, you die. '^u can increase 
your heafth by drinking bfue potions andjinding certain items, 
'Y8 u can minimize your heafth foss in combat by Jinding better 
armor, ^n addition, your totaf possibfe heafth increases as you 
gain experience fevefs. 


■Speffbook 

^is area dispfays aff the speffs avaifabfe to you and the 
number of speff charges remaining. Each time you pick up a 
scroff. that speff becomes ready to be casted. qJo sefect a speff, 
jfip the pages of the book by pressing the corresponding 
Junction key: 


3 Qcare 
3 ‘^IN^ht *X)ision 
'freeze 

3 S^^gic >\rrow 


^ Op^ *I)oor 

Q ^irebaff 
3 t]v[uke 


^Jter sefect ing a speff, press the ' key to cast it. 


^rmor 

oJTiis area dispfays your remaining armor points, cfhe type 
oJ armor you are wearing determines the number of points 
and the manner in which enemy damage is distributed. Qee 
the <ltems section Jor more detaifs. 


CKeys 

oJTiis area dispfays which keys you have, ^here are four key 
types: the bfack key, brass key, gfass key, and the ivory key. 
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cJb Open a cfoor witfi a kc^, get dose to tfie door and press 
^^oors can onf-^ be openetf Er^ stepping on a Jloor 
trigger atong with the appropriate Re^^, 


yptions 

oJTiis area shows the potions ^ou are carrying. cThere are 
Jive potion types: ^eafth, Strength, Cure poison, ^l^sist 
g^ire, and ^nvisibifity. oJTie triangfe sCiefer points to the 
potion sefectetf or just cfiscoverecf. 'You can move it by pressing 
the fejt ancf right bracket keys; [ ancf J. cJb efrink a potion, 
press computer witT automaticafry quajj down a 

heafth potion hej^ore you die (ij you have one avaiCabTe). 


^^V\fegpon 

oJTiis area shows the weapons you are hofding. 0b sefect a 
weapon, press the corresponding number key. 


□ grists 

a'D«80e*' 

0£^^pming S^^’* 
^(^road Sword 


0Cgattfe .^e 

gegow 

00WO ‘Handed Sword 
Hafberd 


Enchanted weapons share the same number as the originaf 
weapon and wiff fast Jor a short time, feaving you with the 
originaf weapon. CJ^er to the ^\\^apons section Jor more 
injormotion on ^nc^anied weapons. 

0b attack, press the on the keyboard, the mouse 

button or (J^utton ^2 on the Joystick. you gain experience 

fevefs, you get a weapon damage bonus. 2For more mforma - 
tion see the ^Wfeapons section. 

‘IJ you pick up a shiefd it wiff be dispfayed onfy iJ you are 
using a one handed weapon (weapons 2-5). 'YSu may sefect to 

ih s <+> 
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use or not use the shiefd by pressing 0 accortfingfy. ‘Jjuaf 
weapon combination wiff happen automaticaffy when you are 
using the qjroad Sword, and the ®agger or the £Mpming 
Star is in your inventory, 'YSu must fower the shiefd to take 
advantage oj the duaf weapon combination. 

Sct*gg^ ^4jf)ustment 

01ie screen sise can be ac^sted to speed up game pfay. 

Cpress 0 to increase the screen siEe and 0 to shrink the 
screen sise (in onfy). 0Tie menu bar can be 

toggfed on or oJJ by choosing the fargest screen siEe. 


0T»e movement keys can be customiEed by running S^tup.exe bejore 
pfaying the game, ‘providing you have not aftered the dejauft 
settings, use the Joffowing keys to controf movement; 

^^^^fking 

Xlse the appropriate ARROW KEYS , the ^^ause (Jjutton 

or <2^ on the Joystick, 

tl^nning 

Hofd down whife wafking or (J^uttotf I on the Joystick, 

St^qfg 

^ress iTCTl or 0 0 on the keyboard. 


.?\Jter casting the 0Tight speff; 

0Ty^p: press fM] 
0Ty <J)own; press ilDELi 
C^^cei Sp^ff* press [iEi^ 


^Ijopk ‘XIp: |psu^ 
gjopk ^own: [fpspNi 
Cgwter : ' [hqmeI 


qjoors and Chains 

0b open doors and puff waft chains, press . 
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cintrocfuction 


oJ'fic witches have Been cfestroYCff. stantf on a precipice 
overfooking the entrance to their wrctchccf fair, suiwe^»ing the efamage, 
Oif"^ smoke spouts Jrom the mouth oj the vofeano Jar up into the 
heavens - it seems the sky rests on an unefufating piffar Jormed Jrom the 
ashes oJ evif, hangs in the air, and the cfouds are hfoated 

with an impending rain. Suddenf-^, an uncarthf*^ ch iff stands your hair 
on end. ^he wind picks up, partiaffy dissipating the smoky cofumn. 
oJ'hc ground tremhfes heneath your Jeet. Ai} ominous distant rumhfing 
begins a sfothfike crescendo. ^With a shiver, you turn and run towards 
the shorcfinc. <]3ranches rip at your cfoak as you race toward escape, 
fatigue hindering your pace is tempered by occasionaf shudders 
beneath your Jeet and you soon reach the watetjront. sea is 
rough, waves gathering strength as ij rushing toward some unseen goaf. 
oTfic water is dark and Jorbidding, tutmed souffess bfack by churned 
vofcanic ash that once rest on the ocean Jfoor. ^ur boat fies among 
jutting obsidian rocks, waves battering the huff, ^u efimb the treacher- 
ous Jormation, your bools sfipping on jfooded granite. oJlte rumbfing 
increases in intensity, causing you to fose your Jooting and tumbfe down 
the rock face, propping yoursefj up on your efbows, you see gfowing 
embers spc^ving Jrom the Jiery mountain, and bright fava trickfing 
down its sides, quickfy stand and examine the boat Jor damage. 
oJ^here are sever af spots near the prow where the wood has afmost 
worn through. ‘With increasing panic, you remove your armor and 
weapons, toss them into the boat, and drag it to the icy water, ^u push 
off andjump in. of he current Jights to bring you back infand, but 
Jrantic rowing saves you this Jatc. ‘In a Jew moments you arc sajefy 
out oJ danger, and you watch triumphantfy as the vofeano, fcnowm as 
Char, engufjs the isfand in a scaring baptism. 

^ur rctunt to Sf^^sia is cause Jor great cefebration. ^fhe 
fodcstone oJ fatent fear carried by the towtisjofk Jor so fong has been 
fijtcd - replaced by newborn hope and faith, y^tremendous and 
decadent banquet is hefd in your honor, ^fhe tabfc which you head is 

ft’ “ 
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crowded with nobfemen and dignitaries, aff manner of regafity paying 
homage to their bencjactor. oJhc evening passes in a whirfwind oJ 
bfurred jfashes and intense images. ‘JJpon Jinding you, the princess 
tEfisabeth efings to your side. qJIic evening oJ overindufgence ends 
with even the most staKvart oJ men passed out on the jfoor, tabfes, or 
chairs, ^ur wine-weary eyes open and dose sfuggishfy untif at fast, a 
JitJuf sfeep overcomes you. 


^u wake with a throbbing head and aching stomach, ^ur 
surroundings are as you woufd expect, a favish haff mafigned by 
drunken cefebration. >\Jtcr the initiaf perusaf, you notice something 
strange - no one is heref '^u rise to your wobbfy Jeet and try to 
understand this oddity, ^ur head spins and you grab the back oJ your 
chair Jor bafance, jeefing gentfy nauseous. ‘Where did everyone go? 
gtiff staggering sfightfy, you make your way out into the carfy morning 
gfimmer. oJhc streets are bare - not a souf to be seen, ^u wofk 
toward the town square. vendor booths there are empty, the ^Inns 
have no foiterers conning passersby with cards, and the butchery is 
doiTnant. 


ceric sifcncc fooms in the stiff air, the stagnant atmosphere 
akin to a decrepit mausofeum. guddenfy, you hear the sound oJ 
beating wings. '\ou whip around with a start to Jace an enormous gofd 
dragon descending Jrom above, ‘Dust rises in a bfinding cfoud and the 
wind Jrom her beating wings buj[cts your Jace. Qfie funds gracejuffy 
Jor a beast oJ her size, and regards you inteffigentfy with one unbfinking 
bfood-red eye. ‘Her fips retract, rcvcofing hundreds ojjagged teeth in 
muftipfc rows. Q^hick yeffow sofiva drips in tendrifs down her shiny 
black hide. Qhc opens her mouth and begins to speak. 

’’^u are the one cuffed Qrondovaf." ‘Her voice befehes 
Jorth in deep rasps. 

'tou are moment arify stunned, but soon regain your composure. 
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’'^s, arc and \vhat happened to peopfe?” 

common name is ^fcctfisti. purpose here wiff 
become sefj- evident in moments...” 

“^Wbere are my peopfe^" 


“^ur Rindred are gone, have onf^ yoursefj and ^our 
Jbofish meddUngs to bfame. Qxrae- Ai'^oth wishes to extract revenge 
upon “^ou - and it fooRs to me,” ^ethsti smifed, waving her massive 
head Jrom side to side, "HRe she has.” 

**c\Vhere is she9” trj? to sound certain and demanding, but 
standing in the Jace oj such a magnijicent and horribfe creature maRes 
your voice waver. 


*’S^^ has 'j|ct to feave the isfand. ghe is buifding up her magic, 
^When she is read')?, the'^ wid aff be gone Joreven '^u ^ouid not have 
Riffed her sister." <TRethsti unjbfds her wings and begins to taRe|Tight with 
astonishing sfowness. 

"*A\^itf’ '^ou CT'^, **^Wh'^ woufd "j>ou teff me this^ ^ou 
here to hefp me^” 

^ethsti s throat"^ iaughter shaRes the trees around *^ou. 

do," she sa'^s, what my master teffs mej ^egonef "^u 

are not meant to die... *^et." 

^ethsti jfies fugubriousf*^ towards the towm parapet, ghe 
[ands and twists her head to Jace '^ou, smiting. 

wants to give '^ou a chance." her necR cranes as she 
survc'j^ the to^vnscape, "ghe enjo-p sport, can Jind her in the 
northern range, but '^ou had best feave now, Jor m'^ aim is not what it 
once was." 


<With this, she inhafes sharpf*^, and exhafes a torrent oJjTame 
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towards the square. cJ'hatched roojing ignites immediatef'^, and soon 
the entire v U[ag e is abtase. 


having Jinished her tasR, ^Rethsti jties oJ|^ to the north. 
sofve and hatred gfowing in ^our e^es, '^»ou Joftow... 
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^Weapons 


cJTic Joffowing is a cfescription oj the weapons arc fifccf^ to Jintf in 
<Wit^avcn2. 



grists 

qJ'Rc weapon oj fast resort, '^our Jrsts tfo the feast 
amount oJ tfama0e, ancf Rave tRe sRortest attack range, 
^Z)acR puncR tfoes 1 to 5 points oJ damage. 





gTicse magicaf bfatfes once befongeef to s 

efite piesthootf, gTie cfagjer Ras tRe same range as 
^our Jlsts, but affows botR a sfasRing antf a stabbing 
attack. cfRe encRantetf ifagger cfocs cfoubfe the amount 
oJ cfamage tRan tRe regufar cfagger. 

Short .Swortf 

cJTie Javoretf weapon oJ the ^gothonian Cf«>ismen, 
the short sworef is a efoubfe-edgeef bfade oJ poor 
quafit^. ^t injlicts more damage than the dagger but 
afso breaks easif^. 

<F.ncRanted gRort Sword 

cJTie gTame Qirxke short sword was JorgedJrom the 
moften fava in which ^ou adventure, ^t feasRes out 
doubfe the amount oJ damage the normaf short sword 
does due to its intense jfames. 


CAComing Star 

grhe timing Qiar is a devastating spiked baff and 
chain, ^t does more damage and a has farger swinging 
radius than the short sword, gTRe crushing attack and 
swinging attacks injfict more damage than the short 
sword. 
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<^nchanted CKoming Star 

C^Re ^Enchanted CHpming Qtar has an amber gfow 
due to the jfames extending Jrom the spiked baffs. ^t 
afso vibrates Jrom the sound aura oJ enchantment. 
Swinging the Enchanted summon 

a pre'^^ soaking Jirebaff, causing serious amounts oJ 
damage to its hefpfess victim. 


<^Proad Sword 

3^orged in the keep armory, this weapon is heavier 
and sturdier than the short sword, ^t is doubfe -edged 
and gives '^ou two dxjjcrent swinging attacks. cJTie fejt 
hand attack injficts more damage than the right-hand 
attack. 


<^attfe >^xc 

Q'he <^^JJattfe ^e is the native weapon oJ the ^no 
CQrake. cJ'his sturdy, curved bfade injficts more 
damage than the broad sword and has a high resistance 
to damage. ^£)ue to its massive siEc and sfow weapon 
speed, this a weapon oJ choice Jor onfy the highty 
experienced warrior. 

^Enchanted <^attfc >^xe 

oJ^his ^^\^apon is used by the ^^no ^J)rakc *3prds. 
gForged by magic, it defivers twice the amount oJ 
damage and is Jaster to wiefd than the standard ^j3^ttfe 



*5 
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cJTic epitapfi oj ^ei^^Ki^hcroii s arcficrs, the 
hows and quivers '^ou Jlntf give the atfvantage oJ 
attacking jrom a (fistance. ^t has Been proven that a 
singfe arrow (fefiverctf B^ a hero can kiff an opponent 
with ease, ^n addition, the Bow is never damaged, 
therejore it is never rendered usefess. however, '^ou 
are Hmitcd to the numBer oJ arrows ^ou can scavenge. 



^^aming yarrows 

cTf»^se arrows were fejt by ^fcethsti to penetrate the 
unwar-^ victims that despise the taste ojjlames. giic 
JTaming arrows wiff injfict twice the amount oJ damage 
when the-^» strike an opponent. 



yike A^e 

cThese items were once the s'^Bof oJ the castfe guard, 
serving as Both a two-handed <^ike ^e and a 
throwing axe. ^With the swinging attack, the ^ike 
inJTicts an amount oJ damage equal to a short 
sword. 07ie overhead chopping attack can injfict the 
same as the £^^pming ^furthermore, when more 
than one ^Pike ^e is jound, the additionaf axes can Be 
thrown, and reused ij the*^ miss. 



^^nchanied ^ike y^xe 

c5"he enchanted <ppike /^e wiff spread into three pre*^ 
seeking axes w»hen thrown, aff owing a Better chance to 
hit. Ai} experienced axe hurfer can hit three opponents 
on one throw’, making this a deadf'^ weapon. 
advised that '^ou wiff not Be aBfe to pick up the regufar 
cpike A^e untif the Enchanted version is usedjuff^. 


< 1 *! 
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oYwo -landed gword 

ofhis gigantic douBfe- edged BCade does the most 
damage oJ aff the w’eapons. ^t affows two swinging 
attacks, injficting 20 to 30 points oJ damage with the 
fejt swing and 25 to 30 points oJ damage with the right 
swing. 


Cpnchantcd niwo -landed .Sword 
'^he ^ce Q^sor w’as enchanted ^kethsti hersefj and 
turns creatures to ice 25?s oJ the time, '^u can in- 
crease '^our chances oj turning hefpfess victims to ice 
to 50% ij you have on the hefmet w’hen this item is 
used. 


^gfBerd 

0Tiis is a farge Bfade mounted on the end oj a fong 
wooden pofe. cJTie HafBerd has the fargest attack 
range oj aff mefee weapons and it injficts 5 to 20 points 
oj damage with a piercing attack and 5 to 35 points oj 
damage with a swinging attack. 

Enchanted ^^^ffs 

QTiere are man-^ enchanted weffs throughout Qrae- 
>\rgoth s fabyrinths. enchanted weapons wiff Be 
charged for fimited amount oj uses. switch 

to another weapon that is charged, when one refin- 
quishes its enchanted powers. CJJe wise young warrior, 
most weffs have the abifity to enchant weapons onfy 
once. 


<*iT 'j- tK 
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<pamage rMocfiJicrs 

tjjoth your experience fevef emef stren0th ajject the amount oj cfamage 
you can injlict with weapons, ^u gain 1 point oj atfifUionaf efamage 
per experience fevef, and drinking a strength potion and/or having 
the hefmet, doubfes (or quadrupfes) injficted damage. 


cpreak ^its 

<Each weapon, depending on the quafity oJ its make and the strength 
oj* its design, has a certain number oJ break hits. ^Wis is the number 
of hits the weapon can injfict bejore duffing or breaking. Of non- 
magicaf weapons, the short sword is the weakest, and the two- 
handed sword the strongest. 

eppubfe ^Weapon yroftciency 

0Tiis skiff affows you to wiefd two weapons simuftaneousfy. ^n 
order to ^viefd two weapons during combat you must have the 
t^Jroad gword out and have the ^Dagger or J^ming gtar in your 
inventory. cJTie shietd must not be in use, (press ^ ) in order to take 
advantage of this abifity. >^second attack wiff be made automaticaffy 
in opportune times with the timing gtar or the jogger. 
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gpeffs 


“Certain words, ancient and sacred, have the power to magnify and 
focus the wiff. c^h^y offow those with discipfinc to bend reafity and 
invoke the powers arcane, guch words comprise the fanguages of 
the tl^ther -Oraches, but exist in the *JPrime Q^afms onfy as 
writing, scribedfrom parchment to parchment by initiate mages, 
refusing to be memorised andforever efuding the reason of man.** 

5 fhe scroffs you find wiff be incanted with 5 charges, thereby casting 
the speff and ajjecting the physicaf worfd. 



^When cast, this speff reaches into the mind of your foe 
and fetches its deepest fear, gj^his speff is most ejfective 
on fesser creatures, for more powerfuf minds can sec 
through the iffusion. 



tNi ght Q^ision 

oJ^his speff enhances your vision, granting you the 
abifity to see in darknessfor a fimited time. 
fasts ten seconds per experience fevef. 



gi^rcese 

gliis speff faunches a baff of energy that draws the heat 
jrom aff creatures nearby. cJThe speff makes your foes 
so br ittfe that they can be shattereef with a singfe bfow. 
0'he freese speff is powerfuf but fimited in the sense 
that some fire -based creatures may be immune to its 
effects. 
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>4yrow 

cJTiis speff fauncfics 1 0 prc^j* seeking energy projcctifes, 
inflicting 20 to 40 points oj damage each. 



Open spoors 

oJTits speff ^viff open an^ pentagram cfoor requiring a 
ke^. t^ke sure that -^ou are Jacing the door and are 
refat ivef^ cfose to the door you wish to open. Xlse this 
speff to open doors -^ou can not Jind a ke^ to. 



<When invoked, this speff commands the po%ver oJ air, 
granting -^ou the abifit'^^ oJ jfight for a fimited duration, 
^u can ff'^ straight up fr^ pressing FTO and straight 
down b^ pressing i deli , refinquish -^our flight b^ 
pressing ."endI . 



??^irebaff 

^When cast, this channefs the heat of the earth, creating 
three pne*^ seeking firebaffs, incinerating aff creatures 
within 1 0 feet that Jaif to resist the ejject of the speff. 
cJIhose that resist, are singed, but otherwise unharmed. 



t^uke^ 

cThis speff summons the energy of the stars, annihifat 
ing aff creatures and items within 30 Jeet. 
most powerfuf of the witches are capabfe oJ resisting 
this speff. 



Scroffs 

cJ'here is a scroff for ever^ t-gjc of speff mentioned in 
the Speffs section. When Jound, a scroff counts as five 
speff charges, readj to be spoken so that the magic 
bound in the text can be released. 
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Sterns 



'*^here is a wide assortment of items to be Jound in the fabYninth. 
^or decades since the assauft on ^XJ^^K^p^teron warriors 

and adventurers Jrom across the ^rime Q^afms have joume'^ed 
into those dark depths seeking gfor^ and weafth. ,^\Jevv have re- 
turned, but most have perished, feaving their items behind to coffect 
dust amidst their aging bones and Jorgotten dreams.” 

>4pkh 

>\rtijacts feft b^ <|)er^^Kapheron s priests, the ankWs 
powers oJ fije grant 250 heafth points. 


>\mufets 

qJnvo amufets can be Jound in the fabYrinth: 

>l , mufet oJ the tXist 

ofhis amufet renders you invisibfe Jor I minute. 





, Shadow >ijitufet 

oJTiis amufet acts os a 3ctme speff Jor 1 minute. 


>/\nnor 

,;,<\rmor serves two important functions: to deffect enemY attacks and 
therebY nuffijY uff damage, and to absorb damage that is inflicted, 
reducing the cost to heafth. ^Jliough there are numerous items in the 
fabYrinth that increase Your armor, there are onfY three armor 
classes: feather, chain and pfate. 

^When YOU successJuffY attacked, a certain amount oJ armor 
points are deducted Jrom Your poof, and then some percentage oJ the 
enemY's inflicted damage is subtracted Jrom Your heafth. cJTie three 
classes oJ armor and their cfjects are: 

(*|T - Th 
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father: foscs 4 armor points per flit, hafj tfamage is injTictecf. 

[oses 2 armor points per hit, one -quarter tfamage is injTictecf. 
<jpfatc* foscs 1 armor point per hit, one -quarter cfamage is indict ecf. 


^Euch armor t-^e or aimior-aJ|cctin 0 item gives '^ou a certain 
number oj armor points, ancf protects as one oj the cfasses above. 
Ot^tousf'^, feather protects as feather, chain as chain ancf pfatc as 
pfate, but other items wiff protect as one oJ the cfasses above as weff. 
g^or exampfe, a Ct^^staf you 300 armor points ancf 

protects as chain. <When those 300 points have been exhausteef, that 
item is no fongcr usejuf ancf is cTiscarcfecf. g^urthermore, ^ou can 
wear onf*^ one t^pc oJ armor at a time. 


^Exampfe; Suppose *^ou jlncf a suit oJ feather armor. "K 6 u get 50 
armor points. <Each enem^ bit subtracts 4 armor points ancf mjTicts 
hafj efamage on pur hcafth. pu Jincf a suit oJ chain, pur armor 
points go to 100 , not 150 because the suit oj^ feather is discarded. 
^]V(pw each enem^ hit woufef reduce pur armor points tr^ 2 , ancf 
inflict one- Jour th the amount oJ efamage to pur heafth. 



leather yjfmor 

^ounef feather armor ojjers the poorest Jorm oJ 
protection, granting 50 points oJ armor, fosing 4 points 
per hit ancf affowing hafj oJ injfictecf efamage to be taken 
Jrom pur heafth. some armor is better than 
none, ancf feather armor can sometimes cfejlcct enem-^ 
attacks altogether. 


Chain (Mail 

V ^n armor composed oJa padded metaf mesh. Chain 
maif gives pu 100 armor points, ^t loses armor at the 
rate oJ two points per hit, and allows onf^ one-Jourth 
oJ aff damage to heafth. Chain mail has a good chance 
to dejfect enem*^ attacks. 
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<T^fate ^ 4 rmor 

gTie highest quality armor, this armor grants pu 150 
armor points, loses ont'^ one point per hit, and affows 
onf'^ one-Jourth oJ aff damage to heafth. <Jpfate maif 
has a ver^^ good chance to deflect enem'N? attacks. 


Crptaf Sta ff 

gTiis item gives pu 250 heafth points, 300 armor 
points and protects as chain mail. 



f^fgss Skuff 

g’hc glass skuff is given to onf^ the mightiest warriors 
that prove their worth to gTiis item 

wiff endow a warrior one level higher and bestow 
upon them aff the benefits oJ the new fevef. 



helmet 

gTiis artifact grants you the power oJ fegendarj? 
heroes, increasing the speed oJ pur attacks, giving pu 
ten armor points, and doubting pur damage Jor thirty 
seconds. 



^om 

3 "or one minute, every point oJ damage you inflict is 
added to your heafth. 




gTiere arc Jour types oJ keys in the fabpinth: cjjfack 
CKeys, t^rass Gf^^s and ^vory 



pentagram 

ofhese are artifacts used by the ^Ts[ether-<l^afm 
invaders to move quickly through the fabpinth. 
this item to the transparent pentagram and it wiff 
teleport you to the next fevef. 
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yptions '^xve t'gjcs oj potions can 6c Jountf in the fab^inth: 
Cgfue potion: ^Increases ^our hcafth. 

0rccn potion: increases *^our strength temporarif'^. 
Orange potion: Cures poison. 

*ppotion: cJTiis potion grants immunity to Jirc, 
egrown potion: 5This potion turns you invisihfe, \f 
you are not attacking. 



q^ngs 

<J)uring the battfc Jor the keep, many magic^ using sofefiers on both 
sides were sfain, feaving behind an abundance oj" rings. 



Adamantine ^^ng 

cThis ring protects as pfate maif. but gWes no armor 
points. 



Qnpj:gin9 

cJ'his bfack je^vefed ring grants you protection Jrom 
missifes. 



Sa pphire Q^ng 

cfhis bfue jewefed ring provides protection Jrom Jire 
attacks Jor a fimited time. 



Scepters 

Qpiere are two scepters to be Jound within the faby- 
rinth.. cJTic ^fue scepter grants you the abifity to waik 
on water, and the '^fow scepter affows you to wafk 
on fava. cJ'he ej(ect oJ both scepters is fimited to the 
fevcf upon which they are Jound. 


ft? ^4 
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t^Xidian Shiefd 

oJhis item gives 50 armor points and protects fike pfate 
maif. cJTie shiefd can onfy be used when you have a 
one-handed weapon sefected, and fike other weapons, 
it can be damaged and rendered usefess. 



Piraen Shiefd 

cJTiis rounded shiefd is enchanted and used by Ci^uen s 
warriors, ^t wiff protect you fonger than the [Midian 
shiefd making it a strong compfiment to any armor. 



f^easure Chest 

oT'he fure oJ many adventurers. ^Vithin these chests 
fie gfittering weafth or grave danger. 


^Horned Skuff 

cJlie homed skuff with its icy bfue eyes hofds the 
powers oJ Cirae-^goth. ^^en this item is Jound 
Cirae-^goth has been dejeated and her powers are 
contained, entrapped inside Jorever. cJb end the game, 
pick up this item and return it home so that it can be 
disposed oJ properfy. 



Groid Sifver Poins 

gome enemies carry pouches Juff oJ gotd or sifver 
coins that can be coffectedjor experience points. 
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^eniEens of the ^BY^intFi 


Qpiis section serves to iffuminate wRat is Rnowm oj ^ 

Ji0Rtin0 Jorce, QTRese creatures now inhatiit antf protect the outer 
parts oJ Rer fabyrintR ancf tRe inner sanctum known as tRe 
^WitcRaven. 



oJ'Re scaven0crs oJ tRe faRYrintR. oJTie rats are tRick 
tRere, Jbr tRe-j; Rave mucR upon wRicR to tfine. cTRe'^ 
jeast on tRe Jaffen c(urin0 tRe Jirst assauft, and now 
tReir numbers are maintainetf Erj> tRe Jeebie woufd-be 
warrior boefies. 



^^WiCfow ^Wisp 

perhaps one oJ tRe stran0cst tfenizens oJ ^WitcRaven 2 
are tRe ^Wiffow ^sps. Q^Tiese amorphous creatures 
pushed throu0R the T)eif durin0 the sic0e, attracted to 
the ma0ica[ ener0ies bein0 expended by witch and 
priest afike. cJTie ^Widow c\yisp absorbs ma0ic and fije 
ener0'^, attackin0 with a Jirebaff bfast jrom a distance 
makin0 them a menacin0 creature. 



gkefeton 

oJTiese undead are the resuft oJ death ma0ic rituafs 
deep within the ^^VitcRaven. ‘^Wdnderin0 without 
purpose, these damned souis efaw at the fivin0 with 
contempt. 



Qgng 

oJTiese creatures oJ the ^T^tRer Oraches possess 
enormous upper bod^ stren0th and a meaner intefri" 
0ence. J^st are enslaved by the ^Witches and forced 
to patrol tunnels. 
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^mp 

cillwR-p"in used Rer ascendancy to raise the hideous 
Qmp Jrom StaRsia’s qua0mire. Qnce summoned by 
Ci»’ttC'^0otR, the ^mps will amass in numbers 
jeedin0 oJJ any inhabitant they come across. cF’avelin0 
in packs, they are very formidable, not to mention their 
ability to poison their victims, leavin0 them helpless and 
vulnerable. 



3 gva 5 ^iend 

gummoned Jrom the ^wer <pplanes, the ^va 3 ^iends 
are bound in servitude to the ^Witches. <^ecause of the 
low-ma0ic quality of the cprime ^I^atms, they are 
qreatly weakened in the ^Wit chaven. <^J)rawin0 their 
enerqy Jrom sources oJ elemental Jire, the ^va 
g^iends qravitate to subterranean lava jlows. 



i^no ^rttke 

QTRe [AQno ^J)rafces are a race of part man, part bull 
and part Jire drake, such, they are an intelll0ent, 
stubborn race that savors the heat oJ the earth, cJTiey 
serve as loyal soldiers Jor the ^Witches, wieldin0 lar0e 
battle oxes and 0uardin0 desiqnated areas to the death. 



(Guardian 

Guardians are spirits oJ the Q%thcr ^W^rld, doomed 
Jorever by <TktResti to quard the two planes oJ exist- 
ence. spit Rissin0 balls oJ Jire in their Jury and 

lon0 to see mere mortals wince in a0ony bejore they 
die . 
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(^iryon ^Hammer 

Qpiis enjo'^s surprising his enemies an cf 

becomes refentfess when tfoing so. ‘^His war hammer is 
ver^’ fight, enabfing man^^ Jast attacks at a cfose range. 

(^iryn QCnight-igwortf antf Shiefrf 
ofhis is the weakest of ail the Gi*"^on Q^ights. ^He 
uses a shield in coordination with his sword attacks, 
cit is almost impossible to penetrate his dejenses ^vhen 

his shield is up. 



(^^ir'yon <>Kmght-oTwo--*lianded ^S^vord 
cJ'his mastered the two-handed 

sword. He is able to attack at a farther range than 
most single-handed weapon users and he enjoys taking 

advantage of this. 



^Ggothonian Clansman-^st 
giiesc might-^ co»nbatants were conjured by Qxrae-- 
^goth to strengthen her antv^ and pose a threat to 
atv^one the^ encounter. cJTiis clansmen uses the aid Jrom 
his allies and will Jight with his fists ij need be. 



>^rgothonian Clansman-Swords man 
cfhis clansman was trained by O^’^c-y^rgoth herself 
and is ver'^ skiffed with a magic sword that he can 
conjure at wifi. (Jjecausc of its magical properties, the 
sword can penetrate an-^ t-ype of atmor fcno\vn to man. 



Oansman-fThrowing A^xe 
of his clansman has the abilit-^ to summon magical pike 
axes and hurl them with both hands. ‘W^hen his magi- 
cal ability runs low, he %viff attack with a short sword 
until he dies. 
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Oraen gcntincl-<flare Hands 

Hand chosen b^» Gtf^*c->krgoth herself these mighty 

sentinels protect her jrom would be assailants. % 

their bare -hand fight ingjbrm, the'^ pose little threat 

but the^ can summon other warriors to aid in their 

distress. 



Oraen ^Sentinel-^ual doming .Stars 
<^J)ue to the gentinefs rigorous training, has an 

ambidextrousfighting abilit*^, not to mention their 
inherent primal rage, which makes them ver^ strong 
and hard to knock down. >^oid their blows Erj* keeping 
them at a distance with a ranged weapon. 



Oraen .Sentinel- rMagical CJ^ow 
oThis sentinel can cotyure a bow Jrom the ^ther 
^W)rfd and shoot man'y arrows at their pre^. O^ce 
the'^ relinquish their arrow supply they enjoy rushing 
their enemies to point blank range and attacking them 
into a melee battle to the death. 



Oraen tSentincf-^Kagic ^ser 
gained by ^ethsti, this sentinel can conjure attack 
spells causing much damage. cJTiey love to attack Jrom 
a distance and wear down their enemy bejore engaging 
in hand-to-hand combat. 



Vidian *M^rrior 

Q^Jqmed Jor the energy that spawned them, the [Hidian 
‘^Warriors were shapedjrom the tattered soul pieces oj 
the vanquished High (priest CHidias, Qfhese dark 
guardsmen exist only to protect ^flwhyrin and crush 
her enemies to dust, warriors have Jour 

dijjerent rankings as well as weapon proficiencies, 
cfhe bro^^nl capped is the weakest, the blue, purple or 
red capped J^dian ^Wirrior is always a firm Joe. 
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CHidian ^^\^rrior-.gwor<f and SftieCcf 
gyTiis ^cfian has seen tnan-ji Battfcs and is 

very^^ experienced^ in crushing enemies with the broatf 
sword. <^e carejuf oj their speetf and abifit'j' to efejend 

themsefves. 


CXidian ^^^^rrior-*^ia[berff 

gTiis warrior can hurt three [\aihcrds at a great dis- 
tance bejore the^ rush to ^g^g^ their Joe in mefee with a 
sword and shiefd. Qt has been said that on[^ the stron- 
gest oj warriors can puff the hafberdjrom oj their bod^ 
and use it against the t^dian ^W^irrior. 

tXldian ^A\^rrior-fXagic ^ser 
gTiis [>Qdian ‘^W^jrrior can cast three Jirebaff speffs at a 
rapid pace bejore the^ unsheathe their swords and charge 
making even the strongest oJ enemies turn and run. >\;yoid 
his Jirebaff attack b^> using the resist Jire potion, making 

his Jire attack worthfess. 


Orae-^rg oth 

oJ d\z most powerjuf ojthe QNfether-C^eaches 
0»*der oJ^Witches. ^master oJ death magic, she is 
abfe to raise the dead, channef the Jorces oJ Jire, and 
summon minions at wiff. ciftwh^rin s sister is vzry 
vofatife and wiff stop at nothing to destro-j^ her most 
hated Joe, who murdered her sister. Qhe wiff not be 
happ'j* untif she punishes ^^^ou Jor the crimes ^ou com- 
mitted and bestows the haired oJ her worfd upon -^ou. 
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^Gyrintfi Creator /Editor 


before has evif come so cfose, , . . 

igir gteve ^l^ewton , 2S ^^eferuar-^ 1996 



oj'hc Joffowing pages wiff instruct -^ou on how to edit and create 
^our own vife and menacing fevefs oJ evif. (JJe warned that feaming 
to create such hideous fabYrinths toJees time, but much can stem Jrom 
a fevef oozing with the gfory oJ mafcvofencc. 3^ccf Jree to share 
^our fevefs with other c\Yltchaven 2 owners, as '^ou become a master 

dungeon creator. 
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LEVEL EDITOR OVERVIEW 


The following instructions will teach you how to edit existing Witchaven 2 
maps or, create new ones. Copy the file named BUILD.EXE from the CD-Rom 
into your Witchaven 2 directory (for example: COPY D:\BIJ1LD\BUILD.EXE 
C:\CAPSTONE\WHAVEN2 H ), To edit a preexisting map, go to the 
Witchaven 2 directory (type: CD\CAPSTONE\WHAVEN2\BUILD). Then 
type BUILD | level name) , or to create a new map, type BUILD !f^ . 

There are 2 modes in the BUILD editor, the 3D EDIT MODE and the 2D EDIT 
MODE. 


The 3D EDIT MODE is similar to the Witchaven 2 play mode, except 
with a mouse cursor. The 3D mode allows you to change the attributes of walls, 
sectors and sprites. For a further explanation, refer to the 3D EDIT MODE 
section. 


The 2D EDIT MODE functions like a CAD program, enabling you to 
create walls and sectors inside the map. You will start with an overhead view of 
the map, enabling you to place doors, monsters, items and weapons. 

To switch between the two EDIT MODES, press on the numeric keypad. 

To Load, Sa\’e or Quit from the Level Editor, press rra in the 2D MODE, then 
press the appropriate key. 

SAVING MAPS 

If you wish to add a new map to the 15 that already exist, you must save it as 
LEVELM. You may rename any of the 1 5 levels, just make sure that 
level 15.map is the last number in the sequence, 

PLAYING NEW MAPS 

If you wish to play or test a map you Just created, save it as: LEVEL##. The 
numbers must be greater than 15. When you want to play it, just type in 
WH2_LEVEL## (_ signifies a space, # signifies the number). Remember that 
you must also refer to the 2D & 3D EDIT MODE sections to fully understand 
how to create a map. 
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2D EDIT MODE 


The 2D mode is used to create or edit wails, floors and ceilings inside a level. 
These sectors can be used to create pits, stairs, doors, or any imaginable item 
that is raised or lowered from a ceiling, wall or floor. Remember that you must 
also refer to the 3D EDIT MODE section to fully understand how to create a 
map. 


MOVEMENT CONTROLS 

MOUSE : This allows you to move around the ORANGE CROSS HAIRS, 
enabling you to create walls and sectors and to insert tags. 

LMB (Left Mouse ButtonI 

This button allows you to move sector points, insert points and move sprites. 
Hold down the LMB to move any object and release the button to drop the 
sector point or object. 


RMB fRight Mouse Button) 

This button allows you to move the 3D map arrow. The white arrow signifies 
the location and direction you will be placed inside the 3D EDIT MODE (when 
the NUMERIC iji^ is pressed). To move around freely on the map editor area, 
hold down the RMB while moving the cross hair. 

MOVEMENT : The arrow keys move the white arrow on the map in the 
appropriate direction. 

ZOOM : To zoom in and out in the 2D mode, press or [z] keys. 

GRID RESOLUTION : To change the Grid Resolution, press . It can be 
changed into 1 6 different sizes. Grid points are places where horizontal and 
vertical lines meet. These grid points are used to place points evenly. The 
largest grid size is approximately equal to a ten square foot area. 

BLINKING LINE : A blinking line is the closest line to the cross hairs. This is 
used to signify that it is active and will receive a point or can be made into a 
circle. 
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CREATING WALLS AND SECTORS 


The following section will describe how to create red and white sectors. A red 
sector is best described as an area consisting of red lines, that can be raised or 
lowered inside 3D mode. A white sector is best described as a white lined area, 
acting as solid walls that cannot be passed through. When building a map, 
remember that the outer walls of the map must always be white, confining the 
player to that map. 

WHITE SECTORS : The ^ places a point on the grid block closest to the 
cross hair. A white line will be made following the cross hair until another point 
is made by pressing . A sector can only be finished by connecting it to 
another point or the original point, but only after two points have been made. 
You may split another sector by connecting two points within that sector. The 
niles for building white sectors are as follow: 

1) YOU MUST CREATE FROM THE OUTSIDE IN. 

2) You must create a room first, then stairs, pillars and doors etc. 

3) You cannot place a red sector around a pillar that is already inside a 
room. Create the red sector first, then create the white sector pillar 
Inside the red sector. 

CHANGING A WHITE SECTOR TO A RED SECTOR : A white sector can 
be changed into a red sector by placing the cross hair inside the desired sector 
and pressing . The sector will change to a red sector if it is not the 

outermost white sector on the map. 

DELETING WHITE SECTORS : Large complex areas of white sectors can 
be deleted by placing the cross hairs inside the desired sector to be deleted and 
pressing rM1 . Be very careful, doing so can (at times) delete sectors 
attached and/or inside the sector you are deleting. 

RED SECTORS : After a white sector has been made, you can turn it into a red 
sector by placing the cross hair inside the desired sector and pressing 
Red sectors are different than white sectors since they can be raised and lowered 
inside the 3D mode. The rules for building red sectors are as follow: 

1) YOU MUST CREATE FROM THE OUTSIDE IN. 

2) The outer wall must be a white sector. 

3) Red sectors are automatically made whenever you join two existing 
white sectors with a new line. 
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CHANGING A RED SECTOR TO A WHITE SECTOR : Any red sector can 
be made into a white sector by placing the cross hairs inside the desired sector 
and pressing irBEd . 


BLOCKING RED SECTORS : You may make any wall of a red sector 
blocking. To do so, make sure the desired line is blinking and press The 
color of the line will change from red to purple. This will not allow a person or 
a character to walk pass this line. Whole sectors can become blocking by 
repeating this procedure. You may reverse a line to non-blocking by repeating 
the process again. 


JOINING SECTORS : You may combine two sectors of the same color as 
long as they are touching. To do so, place the cross hair inside the desired 
sector you wish to keep and press i^)- Then place the cross hair inside the other 
sector and press 1 } as well. The attributes (such as the wall tile, height and any 
tags) of the first sector will be transposed into the second one . Press ■'Tsct twice 
at any time to eliminate the joining feature if need be. Whole red sectors can be 
deleted in the same fashion, just remember that the first sector will copy its 
attributes into the second sector. 


CREATING A POINT ON A LINE : To create a point on an existing line 
press fi^ . A point will be placed on the blinking line on the closest grid point. 
A point can be placed, then moved, by holding down the LMB and releasing it 
on the desired location. The rules for creating a point are as follow: 

1) You can only create a point on a blinking line. 

2) Points will only be placed on the closest grid point. 

3) All points stick to the closest grid point. 

4) Points are deleted when they meet. 

DELETING A POINT : A point can be deleted by picking it up (holding the 
LMB) and moving it over another point and releasing the LMB. If you are 
making a white sector, use [3 to delete the last point already plotted before the 
sector is finished. You may delete lines, walls and sectors by doing this 
continuously. 

GROUP DRAG : By holding down the Right , a purple box will move 
with the cross hair. Use the box to highlight the points you wish to group drag 
for easy movement. The points collected inside a group drag will be blinking, 
and can all be moved by moving any one of the points. Once the group drag 
move is finished, press Right again 
to deactivate. 
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SPLITTING SECTORS : Sectors can be split by connecting to points between 
the two sectors. If there are no points, place the cross hair over the desired line 
of the sector and press 'insI , Do the same for the other sector, then place the 
cross hair on one of the points, press . Move the cross hair to the other 
point and press to split the sector. 

CREATING CIRCLES : To create a circle, place the cross hair near the 
desired wall so that it blinks. Press and a small + will appear along with 
yellow points representing the circle. You may add or delete points with the 
Num 21 or [3 . You may move the + with the cross hair. Once the desired size, 
shape and amount of points are correct, press to finish the half circle. 

Repeat this process to the other side of the wall to make a complete circle. You 
may cancel the creation of a circle by pressing ^ again. To create a separate 
circle sector, follow the steps below: 



1 ) Create a triangle. 

2) Place the cross hair near the long perpendicular line so that it blinks 
and press then adjust the circle and press . 

3) Pick up and drag the farthest point and drop it to make a half circle. 

4) Make another half circle with the last long line to complete the full 
circle. 


SPRITES 

Sprites are one tile items that can be in the form of creatures, pull chains, 
potions, items and almost any tile available inside the art file. You may do the 
following functions to sprites in 2D mode as long as the cross hair is directly on 
top of the sprite or the area you wish to place the sprite. Refer to PLACING 
SPRITES IN 3D MODE for more detail. 

Placing a sprite. 

Deleting a sprite. 

Rotating a sprite. 

Repetitively to make it blocking or non-blocking. 

Blue is non-blocking, purple is blocking, 
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r^'LTl g] Place a low tag on a sprite (only certain sprites can be tagged), 

3 Place a high tag on a sprite (only certain sprites can be tagged). 

Once a sprite is placed, the stick pointing out from the circle indicates the 
sprite’s direction. The direction of a sprite is important when placing creatures 
or pull chains since it should always face the player, especially when they are 
flush against the wall. 


TAGS 

Tags are numbers assigned to red sectors and/or sprites that make the tagged red 
sector perform a specific task such as open door, lower/raise a wall, trigger a 
trap, etc. There are two types of tags each described below, low tags and high 
tags. A tagged sector or sprite will have numbers in the middle of the red sector 
or on the sprite. The first number represents the high tag, the second is the low 
tag. 

LOW TAGS: A low tag forces the red sector or sprite to perform a specific 
function. To assign a tag, place the cross hair inside the desired red sector and 
press 13 . Enter one of the numbers below to assign a function to the red sector 
you are tagging. Moving sectors will operate only once when triggered and will 
stay in the final position. 


Moving Red Sector Low Tags 
1101-1199 Lower Floor any amount 11## units down. 

1201-1299 Raise Floor any amount 12## units up. 

1301-1399 Lower Ceiling any amount 13## units down. 

1401-1499 Raise Ceiling any amount 14## units up. 

Complex Doors With Keys 

To create a door, low tag a red sector with a 6,7 or 8 according to the type of 
door you desire. If you wish to make it a locked door, follow the door number 
with a 1,2,3 or 4 according to the desired key color. A splitting door locked 
with a black key will be low tagged 82. A door tagged with a single digit 
number (6-8) will function every time a player presses unless it is locked or 
linked with a high tag (see HIGH TAGS for more info). 

1 Brass Key 4 Ivory Key 

2 Black Key 

3 Glass Key 
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7 Dropping Door 
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SPRITE TRAP LOW TAGS : A low tag on certain sprites will make the sprite 
perform a specific task. To assign a low tag to a sprite, place the cross hair over 
the sprite and press 3. The following is a list of low tag traps for sprites 
and the specific tile numbers that can use a low tag. 


Fireball 

Tile# 

1717 

Low 

Tag 

90 

Shooting Arrows 

Tile# 

1957 

Low 

Tag 

91 

Shooting Darts 

Tile# 

1957 

Low 

Tag 

92 

Shooting Javelins 

Tile# 

1957 

Low 

Tag 

93 

Shooting Pikes 

Tile# 

1957 

Low 

Tag 

94 


Once a low tag trap is assigned to a sprite, make sure that the stick portion of 
the sprite is pointing in the direction you wish the projectile to travel. Please 
refer to the 3D MODE SPRITES for more information on how to place a sprite. 

ACTIVATING SECTORS : In order for any moving sector, trap or door to 
operate, it needs a switch to activate it. An activating sector performs the 
function of a pressure plate. It is always in the form of a red sector placed on 
the ground, with a low tag of one. It must also have a high tag corresponding to 
the same high tag number of the trap, door or moving sector. Please refer to the 
EXAMPLE.MAP for an example of activating sectors. The rules for creating an 
activating sector are as follows: 

1 ) The sector created must be a red sector on the floor in a place where 
the player will step on it for it to function. 

2) The activating sector must be low tagged with a 1 (one). 

3) The activating sector must have a high tag number (that you create) 
corresponding to the door, trap and/or moving sector. 

4) More than one activating sector can be placed for any item that it will 
activate and vice versa. 

5) An active sector will trigger the linked item every time it is stepped on. 
Items such as doors and traps will function every time the active sector 
is stepped on. 

Please refer to the HIGH TAG section to understand how activating sectors 
work along with high tags. 

ACTIVATING SPRITES : An activating sprite is a pull chain placed on a wall 
that can be pulled by the player (using the spacebar) to activate a sector, open a 
door and/or trap. The sprite being placed must be one of the two sprites that act 
as pull chains (tile number 370 and 539). Once the correct tile number is 
selected, place the cross hair over the sprite and press irAoll 3 ^^d enter 1 (one) 
for the low tag number pressing when finished. You must also give the 

38 4 , 



cWitcRaven II 

(Jjfood (Den0eancc 



activating sprite a high tag number that is the same as the moving sector, trap 
and/or door high tag. Do this by placing the cross hair over the sprite and press 
[3 and create a number from 1 to 999 that corresponds to the moving 
sector, trap and/or door. See HIGH TAGS for more information. The rules for 
placing an activating sprite are as follows: 

1) A sprite must be placed facing away from the wall, blocking, non 
rotating flush against a wall. 

2) The sprite must have a low tag of 1 and a high tag that corresponds 
with the item(s) it will activate. 

3) The activating sprite must be a tile numbered 370 or 539. 

4) Activating sprites can only be used once. A pull chain can never be 
pulled or used twice. 

HIGH TAGS : A high tag is a number that you create that is identical to the 
activating sector and the item it will activate (door, trap, or moving sector). 
Think of a high tag as a link between the activating sector and the functioning 
item. The activating sector will trigger the link to activate a door, trap, or 
moving sector. You may have one floor trigger or pull chain activating many 
items. There is no limit to the number of items to which an activating sector and 
a high tag can be linked. You may also have many activating sectors or sprites 
linked to one item. The rules for using high tags are as follow: 

1 ) A door (low tags 6-8), once high tagged, can only be opened by an 
activating sector or pull chain. A door requiring a key cannot have a 
high tag. 

2) Remember that doors and traps will function every time an activating 
sector is stepped on or only once when a pull chain is used. 

3) More than one activating sector and/or pull chain can activate some 
thing and more than one trap, door and/or moving sector can be linked 
to a single high tag-activating sector or sprite. 
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RISING DOOR ROOM WITH TRAPS : 

The following is an example of a room with a rising door (tag 1,6) that can only 
be opened by the active trigger sector in front of the door (tagged 1,1). A pull 
chain (High Tag 2, Low Tag 1) is on a pillar that triggers an arrow trap (High 
Tag 2, Low Tag 91) on both the North and South walls (note the direction of the 
sprite traps). To finish it off, as the player walks through the door, it will close 
automatically when they step on the sector that follows the door (tagged 1,1). 
This room is called EXAMPLKMAP and can be viewed by loading it. 


3D View 


2D Mode 
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SWINGING DOORS : 

Swinging doors are the hardest to make, but the most realistic. Use the follow- 
ing diagram and steps to make a single swinging door or double swinging door. 



1 ) Place two points on a white sector line. 

2) Drag Point#2 in front of Point# 1 and keep inserting and placing three 
more points (in the shape of a door) on the same white line. 

3) Move Point#5 on top of Point# 1 (these two points will not connect 
because they are white sector lines). Place the cross hair on the. line 
between Point#2 and Point# 1 & 5 so that the white line blinks. Place a 
low tag 5 on the blinking line by pressing ^ and enter 5. 

4) Move Points 2, 3, and 4 so they are on the original white line. Place 
the cross hair on the sector after the door and low tag it 13 and high tag 
it 1 . Create a small red sector before the door as the floor trigger. Low 
tag it 1 and high tag it 1 . 
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WARPING SECTORS : There are two different types of warping sectors, 
sector-to-sector warps (inside the same map) and level-to- level warps (ending 
one level to start another). 

SFCTOR-TO-SECTQR WARPING 

Sector-to-sector warping consists of two red sector squares (preferably one 
square in size of the largest grid resolution) placed on the same map having a 
low tag of 10 and identical high tag numbers. 

ONE WAY SECTOR-TO-SECTOR WARPING 
A one way sector-to-sector warp is made with two red sector squares as well. 
The only difference is the low tag on the receiving is 14 and the low tag of the 
sending sector is 10. Place an identical high tag on both of the sectors as well. 


LEVEL-TO-LEVEL WARPING 

A level-to-level warping sector is made with a red sector square, a low tag of 
4002 and a high tag of 1 . Make sure that a pentagram sprite is placed some- 
where on the map since it is essentially a key that activates the level-to-level 
warping sector. A transparent non-blocking pentagram sprite should be placed 
on the level-to-level warping sector just created to make the player aware of the 
level warping sector. 

STARTING POINT : Each map created needs to have a starting point inside 
one of the rooms. Place the white arrow on the desired place you wish to make 
the starting points and press ^ . An orange stationary arrow will signify your 
starting location whenever the map is played as a game level. Every time you 
press llWI , the orange arrow will disappear and reappear in the new location. 

PLAYING NEW LEVELS : If you wish to play or test a map you just created, 
save it as: LEVEL##. The numbers must be greater than 15. When you want to 
play it. Just type in WH2_LEVEL## (_ signifies a space # signifies the num- 
ber). 
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3D EDIT MODE 


The 3D mode is used to move and manipulate walls, sprites and sectors inside a 
level. 3D mode is very similar to game-playing mode except none of the sprites 
(enemies or objects) move and you have the ability to control your height in 
terms of floating and hovering. Most of your detailed level designing will occur 
inside the 3D mode. Keep in mind that you will often have to switch between 
2D and 3D mode to create the perfect item in a room, let alone a whole room. 

MOVEMENT : The arrow keys will move you in the appropriate direction 
inside the 3D mode, 

VERTICAL CONTROL MODE : There are three different types of vertical 
control modes available. Every time the TW\ is pressed, it will toggle you 
between one of the three different modes of vertical control. Remember that 
every time you enter into 3D mode, you will always start in mode 1 until is 
pressed, switching you to mode 2, then to mode 3 and back to mode 1. 

MODE 1 : This mode is exactly like the game mode, allowing you to 
walk at the normal eye level, under and over any red sector area. This 
is the easiest mode to use while manipulating most of the objects and it 
is also the default mode. 

MODE 2 : This is the height lock mode, keeping you at the same 
height above the ground no matter how high or low some red sectors 
are. 

MODE 3 : This is the float mode that allows you to “hover” in the air 
and move with no vertical movement unless you adjust it. This is the 
best mode to manipulate any tall object or sectors on the ceiling. 

VERTICAL MOVEMENT : Using the ^ and ^ keys allows you to move up 
or down inside any of the three vertical modes. 

VERTICAL VIEWING : Holding down i"aCT 1 and using and [z] allows you 
to tilt your view directly up or down with no horizontal or vertical movement. 

MOUSE : Movement with the mouse controls the white cross hair. The white 
cross hair always points to the item that is being controlled. The sector under 
control can be raised or lowered, moved or fitted with different artwork. The 
mouse will be used with many different keys allowing you to manipulate the 
environment inside 3D mode. 
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LOCKING RED SECTORS : Holding down the Left Mouse Button (LMB) 
allows you to lock a sector at which the cross hair is pointing so the sector can 
be moved up or down, even though the cross hair is no longer pointing at It. 
This is extremely important when moving sectors out of sight. Remember, they 
are still under your control. 


RAISING OR LOWERING SECTORS : Use the S or ^ keys to move a 
red sector up or down. Remember the sector being moved needs to be either 
pointed at with the cross hair, or locked, before being moved. 

UNITS : Each time the O or is pressed, a red sector is raised or lowered 
one unit. It takes 16 units to make a full tile. A full tile is about equal to a 10 
square foot area in real space. Remember the unit of measurement when 
building in 3D mode. Create most of the rooms at least 20-24 units high so the 
creatures (sprites) can move about freely and so that everything is in proportion 
to real size. Artwork on some tiles larger than 16 units in size will look dis- 
torted and not in proportion, so keep this in mind when building. 

SWITCHING BETWEEN 2D & 3D MODES : Use the numeric key to 
switch between 2D and 3D modes. 


3D BUILDING 

TILE ARTWORK : The default tile used on a newboard is always the red 
square with a yellow circle. With this tile, it is easy to see the units of height, 
allowing you to build evenly. A good suggestion is to build a level using the 
red and yellow tile exclusively, then changing the tiles once a majority of the 
area has been manipulated. To change the artwork on any given tile, press 0. 
The first page will show what tiles have been currently used on the map. Use 
the ARROW KEYS to move the white box around so that it highlights the desired 
tile you wish to choose. If the tile is not shown (it probably has not been used), 
press ^ again to display all of the tiles available. Keep in mind that the tile 
being highlighted is the starting point for the entire page of artwork. Use the 
ARROW KEYS to movc the highlighted box and press to select the desired tile 

to place in 3D mode. You may also use the or keys to move through 

a whole screen or artwork. The rules for placing tiles in 3D mode are as follow: 

1) Have the cross hair pointing to the desired sector on which you wish to 
place the artwork before pressing . 

2) It is faster to move around the artwork area if you know the location of 
the desired artwork and highlight a tile that is close to the art you 
desire, before pressing ^ for the second time. 
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3) Some tiles are not meant to be placed as artwork on sectors. Any 

artwork in the form of a person, object or creature should not be placed 
on a sector. This type of artwork usually has a bright red background 
and is meant to be placed as artwork for a sprite since the bright red 
area will become transparent in the game. 

SLIDING ARTWORK : If you wish to slide the art of a tile up, down, left, or 
right to align it to another tile in another sector, place the cross hair on it and 
hold down l^J and press one of the numeric arrow keys or g], 

SHRINKING OR STRETCHING ARTWORK : A tile can be stretched or 
shrunk by pointing to it with the cross hair and pressing the numeric keyboard 
or ^keys. 

SHADING TILES : Press numeric 0 or Q continuously to shade a tile. 

ALIGNING TILES : You may align many sectors with the same tile all an 
once by pointing to the left-most sector with the cross hair and pressing Q. 

RESET TILE ARTWORK : You may reset the size of the artwork on a tile by 
using 0 on the desired tile. 

FLIP ARTWORK : You may flip the artwork on a tile or sprite by pressing 0. 

ARTWORK ORIENTATION : Artwork orientation is important if you wish 
to have the artwork start at the top of a sector or at the bottom of a sector. This 
is important if the sector rises or falls since the artwork will not move with the 
tile once it is activated. Place the cross hair on the desired tile you wish to 
orient and press . 

COPY ATTRIBUTES : If you wish to copy and paste attributes of one tile to 
another (ie. size, orientation, artwork, shading etc.), place the cross hair on the 
desired tile and press 2! (tab). This will copy the attributes in a buffer allowing 
you to paste them. 

PASTE ATTRIBUTES : To paste the attributes just copied (see above), move 
the cross hair to the desired location and press . 

MASS PASTE : To paste the attributes in the tab buffer on an entire sector of 
walls that are connecting, press the right fCTRL] together. 

SHADE PASTE : To paste only the shade of a tile to another, copy the desired 
tile with and press to paste the shade only. 
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SHRINK TILE : To shrink the artwork on a tile, place the cross hair on it and 
press . Press [[eJ again to reverse the process. 

ARTWORK ALIGNMENT : To change the relative artwork alignment on a 
tile or sprite, press consecutively. 

PARALLAXING SKY i To make a sky tile appear to look like an outdoor 
scene (ie: the sky stays stationary as the player moves), point to the ceiling tile 
that is a sky and press 21 • The rules for making a sky tile parallaxing are as 
follow: 

1) Only a ceiling tile may be parallaxed. 

2) Only a sky tile may be parallaxed (refer to tile listing). 

3) If there is more than one consecutive (touching) red sector on the 
ceiling that are going to be a parallaxed sky tile, make sure that they 
are all equal in height. Make them equal in height before placing the 
parallaxed sky tile on them. 

CREATING ANGLES 


Angles can be created only on red sector areas. Angles can be raised or lowered 
from the ceiling or floor. To create an angle, start in 2D mode and choose a red 
sector you wish to angle. To make an angle, you must first choose a pivot point, 
A pivot point is the line that will act as a hinge as the sector is raised or lowered 
in the 3D mode to create the angle. To choose a pivot point, make the desired 
line blinking by placing the cross hair near the line and press :i!J. A 
statement will appear, “This wall now sector’s first wall”. Switch to 3D mode to 
raise or lower the angle. Place your cross hair on the sector, hold down the 
LMB and press the \ or ] keys to raise and lower the angle accordingly. Use 
to fine adjust an angle along with the | or | keys. The rules for creating 
angles are as follows: 

1) The pivot point must be the lowest point if an angle comes from a 

sector on the floor. You might have to raise an angle and then raise or 
lower the sector using the keys to make sure that the pivot 

point is the lowest point on the floor. 

2) White sectors can also be anglized in the same manner as a red 
sector as long as they are part of the playing area. 

3) A sector on the floor and a sector on the ceiling do not have to share the 
same pivot point. To change pivot points, create a floor or ceiling 
angle first, then complete the other angle separately. 
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Angles can become moving sectors as long as they are tagged 
accordingly. 

Avoid angles over 40® on the floor if they can be walked upon. This is 
to avoid areas that could slow down gameplay. 

Whenever a new tile is copied and pasted onto an already angled tile, it 
will lose its angled appearance and will have to be done over. Also, 
whenever the it/} key is pressed, the angle will revert back to its 
original flat form. 


SPRITES 

Sprites can be placed inside 2D or 3D mode by pointing to the desired location 
with the cross hair and pressing |[|] . Once placed, they can be moved vertically, 
rotated, change with other artwork, and placed flush with a wall in 3D mode. 
Sprites can be moved in the same way red sectors are raised and lowered by 
using If^ keys. Please refer to the 2D mode as well as 3D mode for 
placement and the many uses for sprites. 

SPRITE ARTWORK : Once a sprite is placed you can change the artwork in 
the same manner as a wall tile by pointing to it with the cross hair and pressing 
01 . Refer to the SPRITE ARTWORK REFERENCE section for details on the 
different artwork associated with magical items, creatures and humanoid 
fighters. 

SPRITE ORIENTATION : There are three different ways a sprite can be 
oriented, either rotating, flat, or parallel to the floor. To change between the 
three different orientations, press 2] consecutively. 

ROTATING SPRITES 

A rotating sprite is a sprite that will always have the artwork facing the player. 
Whenever a sprite is placed (not copied), its default is a rotating sprite. AH 
enemies should be placed as rotating sprites to avoid any wafer-thin enemies 
from roaming the dungeons. When using a rotating sprite that is not a moving 
item (ie: treasure), make sure that the sprite is not located too close to a wall, or 
a moving sector to avoid any sprite clipping (sprites cut in half) problems. 

When enemies are placed, the stick of the sprite (seen only in 2D mode) needs 
to be facing forward so the sprite can see the player and react accordingly. 

FLAT SPRITES 

Flat sprite orientation is the second selection whenever i0| is pressed twice. Flat 
orientation allows you to place sprites that should not follow a character such as 
pull chains, bas-reliefs, stained glass, wall rugs etc. Flat orientation allows you 
to place a sprite flush to a wall by placing the cross hair on it and pressing [^. 
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Before doing so, make sure that the sprite is facing away from the wall (view- 
able only in 2D mode). You can also rotate the orientation of a flat sprite by 
using 12 0 accordingly. 


FLOOR SPRITES 

Floor sprites is the third orientation that places the sprite parallel to the floor. 
Only a few sprites can be changed to this setting without being distorted in 
appearance such as a bridge tile, stained glass etc. 

TRANSPARENT SPRITES : There are three levels of transparency for a 
sprite. The first is none and is the default of every placed sprite. The second is 
limited transparency and the third is a very transparent sprite. Use 2 to change 
between one of the three different modes. Items such as the pentagram and 
stained glass can be transparent. 

The rules for placing, editing and moving sprites are as follow : 

1) A sprite can be placed in 2D or 3D mode. 

2) A sprite can only be changed to blocking or non-blocking inside the 2D 
mode. 

3) Any item that is picked up (ie: treasure, items and spells) must be 
placed as non-blocking sprites. 

4) Any enemy placed must be a blocking sprite. 

5) More than one sprite can be placed on top of each other and moved. 

6) Sprites can only receive high and low tags inside 2D mode. 

7) Sprites are moved in the same manner as red sectors using the same 
key commands. 

8) Sprites should not be placed on moving sectors since they will not stay 
with the moving sector. 

9) Use the 2D mode to see which way the sprite is facing. 

1 0) Refer to the SPRITE AND TILE NUMBER section to place animated 
sprites and special tiles. 

SPRITE & TILE NUMBERS 

The following is a list of sprite and tile numbers. The sprite or tile number 
refers to the exact piece of artwork that needs to be placed for that specific item. 
Many sprites are animated and must have the first frame used as the artwork for 
the sprite in order to function properly. To jump to an exact tile number, press 
2 to change the artwork and all of the tiles already used will be shown on the 
screen. Press 2 and enter the number (backspace to delete the number showing 
first) of the tile you wish to use from the list below and press . All items 
that can be picked up need to be placed as non-blocking sprites. 
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SPELL 


Scare 

1817 

Night Vision 

1857 

Freeze 

1849 

Magic Arrow 

1865 

Open Door 

1873 

Fly 

1833 

Fireball 

1841 

CREATURE 


Rat 1961 


Willow Wisp 2426 

Skeleton 2 1 44 


Ogre 737 


Imp 922 


Lava Fiend 777 


Mino Drake 98 1 


Guardian 1993 


Giryon Knight 



2 Handed Sword 3279 
Hammer 3352 
Sword & Shield 3426 


WEAPONS 
Dagger 
Short Sword 
Morning Star 
Broad Sword 
Battle Axe 
Quiver of Arrow 
Pike Axe 
2 Handed Sword 
Halberd 


1566 
2217 
1582 
357, 666 
359, 2026 
1889 

356, 2038 

229 

2046 


Argothonian Clansman 

Punching 3017, 3090, 3095 
Throwing Axe 3047 
Magic User 

Ciraen Sentinel 

Punching 2780,3 1 70,3243,3248 
Magical Bow 2750 
Magic User 3602 
Morning Stars 3200 
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Midian Warrior 

Halberd 2502 
Magic User 2638 
Sword & Shield 2579 

To place a different colored Midian Warrior, place the cross hair on the sprite 
and press and enter in the appropriate palette number. 

Palette# Brown Cape 12, Blue Cape 10, Purple Cape 11, Red Cape (default). 

Cirae-Argoth 3541 

Whenever Cirae-Argoth is killed, the game will end (no matter where she is 
placed). Cirae-Argoth ’s death signifies the end of the game. 

All items listed below that can be picked up need to be placed as a non- 
blocking sprite. 


MAGICAL ITEMS 
Ankh714 

Amulet of Mist 1574 

Shadow Amulet 698 

Leather Armor 1881 

Chain Mail 1809 

Plate Mail 1793 

Crystal Staff 1550 

Glass Skull 706 

Helmet 1801 

Horn 1767 

Pentagram 1759 

Health Potion 548 

Strength Potion 549 

Cure Poison Potion 550 

Resist Fire Potion 551 

Invisibility Potion 552 

Andamantine Ring 726 

Onyx Ring 730 

Sapphire Ring 373 

Blue Scepter 7 1 8 

Yellow Scepter 722 

Shields 2432, 2439, 2446, 2682 

Treasure Chest 260 

Wood Barrel 269 

Gold Coins 235 

Silver Coins 234 


VARIOUS ITEMS 
Brass Key 1 623 
Black Key 1631 
Glass Key 1639 
Ivory Key 1647 
Sky Tiles 167-172, 202-3 
210-11 

Door Tiles 280-3, 1926-1930 
Pentagram Tile 291 
Enchanted Weapon Aura 449 
Torch Tiles 1553, 1704, 

1691, 1907 
Pull Chains 370, 539 
Fireball 1717 
Shooting Trap Tile 1957 
Breaking Stained Glass Tiles 
1079, 1086, 1093, 1100, 1107, 
1114, 1121, 1128, 1135 
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'^ou get an error ^ou do not untferstantf antf cannot sofve, pfease 
>vritc ((own tRc exact error and contact our Customer Service de- 
partment, J^V^pnefa^ tfirougR ^^riefa-^, Between 9 a.m. and 6 p.m„ 
tEustem Stun(far(( cJ^ime. '^ou do, pfeose make sure you’re 

near '^our computer and that it’s up and running. 


^ntracorp (Entertainment, (Inc. 
501 drickeff HKq 
6tR 0Toor 

f>^iami, gTorWo 33131 

' (305) 575-5770 


(Internet (\\ferf(f (\Vi<(e 

http:Wwww.intracorp.com 


Cotupuserve 
GO: INTRACORP 


y^erica Ou^3me 
Keyword: Capstone 

^ro((ig^ Co*u*ug Qoon 
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entertainment, tine. 
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